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ABOUT PHOTOSENSITIVE SEIZURES 

A very small percentage of people .may. experience, a seizure when exposed to certain visual images, including 
flashing lights' or patterns trial may appear in video"games. Even people who have no history of seizures or 
epilepsy may have an undiagnosed condillon that can cause these ’’photosensitive epileptic seizures 11 while 
watching video .'games'.' 

These seizures, may have a variety of symptoms Including: lightheadedness, altered vision, eye or face twitch¬ 
ing, Jerking or shaking of arms or legs, disorientation, confusion, or momentary loss of awareness. 

Seizures may also cause loss of consciousness or convulsions that can lead to injury from telling down or 
striking nearby objects. Immediately stop playing and consult a doctor ff you experience any of these symp¬ 
toms. 

Parents should watch for or ask their children about the above symptoms-chrldren and teenagers are more tfk^ 
ty than adults to experience these seizures. 

The risk of photosensitive epileptic seizures may b.e reduced by: 

- Sitting tardier from the television screen. 

■ Using a smaller television screen, 

- Playing in a well-lit room, and 

- Not playing when you are drowsy or fatigued. 

If you or any tff your relatives have a history of seizures or epilepsy, consult a doctor before pi ay Eng 
AVOID DAMAGE TO YOUR TELEVISION 

Do not use with certain televisions. Soma televisions, especially fronl-or tpar-projection types can be damaged 
It any video games, including Xbox® games, are played on them. Static images presented during the normal, 
course of gameplay may "burn in ,J to the screen, causing a permanent shadow of she Static image to appear al 
all times, even when video games are not being played. Similar damage may occur from static Images created' 
when placing a video game on hold or pause. 

Consult your television owner's manual to determine if video games can he safely played on your set. If you 
are unable to find this information in the owner’s manual, contact your television dealer or the manufacturer itf 
determine if video games can be played on your set. 

OTHER IMPORTANT HEALTH AND SAFETY INFORMATION 

The Xbox© video game system documentation contains important safety and health information that you 
should read and uriderstend before using this software. 

Unauthorized copying, reverse, engineering, transmission, public performance, rental, pay for play, or circum¬ 
vention of copy protection is strictly prohibited. 
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GETTING STARTED 

1. Set up your Xbox® vicec game system by following the instructions in 
the Xbox Instruction Manual, 

2. Press the power button and the status indicator light will light up, 

.3, Press the eject button and the disc tray will open, 

4. Place the Max Payna®2 disc on the disc tray with the label facing up and 
close the disc tray, 

5. Follow the on-screen instructions and refer to this manual for more 
information abouL playing Max'Payne 2. 



Avoiding Damage to Discs or the Disc Drive 

To avoid damage to discs or the disc drive: 

• Insert only Xbox-compatible discs into the disc drive. 

• Never use oddly shaped discs, such as star-shaped or heart-shaped discs, 

• Do not leave a disc in the Xbox console for extended periods when not in use. 

■ Do not move the Xbox console while the power is on and a disc is inserted. 

■ Do not apply labels, stickers, or other foreign objects to discs. 
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USING THE XBOX" CONTROLLER 


1. Connect the Xbox Controller to any controller port on the front of the Xbox 
console. For multiple players, connect additional controllers to available con¬ 
troller ports, 

2. Insert any expansion devices {for example. Xbox Memory Units] into con¬ 
troller'expansion slots as appropriate, 

3. Follow the on-screen instructions and refer to this manual for more Informa¬ 
tion about using the Xbox Controller to play Max Payne 2, 



Expansion slol A 


Expansion slot B 



Wga pm Menu 


Aim 

Quick Aim (click thumbstick) 


M(.W$1rafe 
Grouch (cflck thumbstick} 
Main Menu 
Pause Gams 


Secondary 1 Attack 
Uso/Action 
fiuitat Time 
JUmp/Dodge 

Reload 

Use Pain kite 
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How to Play 

Resume Game 
New Game 
Load 
Save 

Previously 


min am 

How To Play: Displays a screen showing the default control configuration for players 
to quickly jump into the action. 


Resume Game: Resume your on-going game session. 

New Game: Starts a new game session. Select "New Game", then select gameplay 
mode. Different gameplay modes (Detective. Hard-Boiled, Dead on Arrival, Dead Man 
Walking and New York Minute) are explained later in the manual 

The Jump to Chapter option is unlocked once you've completed Detective Mode tor 
the first time. 

. Load: Opens the Load Game menu screen. 

Save: Opens the Save Game menu screen. 

Previously: Displays a summary of the previous events leading to 
Max Payne 2: The Fall of Max Payne. 

Options: Opens the Options menu screen. 

Credits: View the credits for Max Payne 2, 

During gameplay, you can always return to the Main Menu by pressing the BACK but¬ 
ton (Press BACK again to resume the game where you left oft). 
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fill GAME ilNUs 

Select one of 3 save game slots to save the current gameplay situation (you will not have 
the option to replace data in the Auto Save slot). You need 79 blocks free to save. Saving 
a game is available only during a running gameplay session. Return to the Main Menu and 
select Save Game. Highlight one of the slots and press the A button to save. 


Hint: It is a good idea to save frequently. There are two alternating Quick Save slots - the 
latest Quick Save will replace the older saved game. Press Start at ary time to select 
Quick Save. The game will also Auto Save In the Auto Save slot at the beginning of levels. 


SAVE MENU 




Saved Gsrne 1 - Tue Nov It 22:29- Pad I, Prologue 

Saved CaiFrP 2 - Tug Nov 11 22:29 Pari LPfokpe 

Saved Same 3 Tue Nov 11 22:29 ParjMJJfja?! 




Select any saved game from the Load Game menu and press the A button to load. 
Hint: The game saves automatically between each level. 



Controls: Reconfigure Movement and Combat Controls. 

Select Crosshair: Choose different types of crosshairs. Also allows you to turn off 
crosshair. 















The Game menu contains the following settings: 

Enable Auto Aiming: By default, Max Payne 2 helps the player aim more accurately. 
Disable this feature as your skill level increases- 

Auto Lock: When this option is enabled, Max will target an enemy who passes through 
the center of the screen, and remain "locked 11 on this target until another enemy passes 
through the target area- 

invert Aiming: Selecting this option will reverse controller response to the Y 
(up/down) axis when aiming. 

Enable Vibration: Turn vibration effects on or off. 

Auto Weapon Change: Auto Weapon Change will make Max automatically switch to a 
more powerful weapon when acquired. 

Enable Bullet Time Aid: This helps you to conserve as much Bullet Time as possible 
by switching it off in certain gamepEay situations. Selecting this is recommended but 
more experienced player may want full control tif Bullet Time and opt to keep this off. 


Enable Sub-titles: Turn on subtitles to read what characters are saying in-game and in 


Hie cut scenes. 

Back: Return to the previous menu. 

The Audio menu contains the following settings: 
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Music Volume: Changes music volume. 

Effects Volume: Changes sound effect volume. 

Restore Defaults: Resets default music and sound effect volumes. 



CONTROLLING THE GAME 

The controls in Max Payne are customizable. Default movement and combat controls are 
as follows: 


ACTION 

CONTROLS 

MOVE/STRAFE 

LEFT THUMBSTiCK 

AIM 

RIGHT THUMBSTiCK 

CROUCH 

CLICK LEFT THUMBSTICK 

AIM FAST 

CLICK RIGHT THUMBSTICK 

SHOOT 

RIGHT TRIGGER 

SHOOT-DODGE DULY 

LEFT TRIGGER 

JUMP 

A BUTTON 

BULLET TIME ONLY 

B BUTTON 

USE/SNIPER ZOOM 

X BUTTON 

SECONDARY ATTACK 

Y BUTTON 

RELOAD 

BLACK BUTTON 

USE PAINKILLERS 

WHITE BUTTON 

PAUSE 

START BUTTON 

MAIN MENU 

BACK BUTTON 

WEAPONS MENU 

DIRECTIONAL PAD 

BULLET TIME COMBO 

UNASSIGNED 


Pausing the Game (START button): 

Press START to pause animation. Quick Save and Load Last Game options will be 
available- 

Using Items (X button): 

Max Payne frequently requires Interaction with the environment. Press the X button in the 
proximity-of a usable item to make Max perform the subsequent action. Max turns on 
faucets, opens cabinets, answers phones, pushes elevator door buttons, and much more: 
Search the area to discover whal 'Max finds interesting then press the X button to 
engage that item. 

Hit the X button and talk to other in-game characters. This is essential to learning infor¬ 
mation that helps you progress, 

Secondary Attack (Y Button).-: 

Press fhe-Y Button to use .your gun as a melee weapon, throw a Moiotgv cocktail, or throw 
a .grenade depending on which you have selected. Choose a new Secondary Attack in the 
first row of your weapons inventory with the directional pad. 
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THE GRAPHIC NOVEL 



The Graphic Novel tells much of the story of Max 
Payne 2: The Fall of Max Payne. It rs wise to pay 
attention to the Graphic Novel sequences: They 
reveal plot twists, characters, environments, and 
other elements key to progressing, through the 
gamp. 

Play made: After encountering a new page of the 
Graphic Novel, it will advance the story automati¬ 
cally page by page'with no user intervention 
required '('Play Model Sit back and enjoy the 
show. Gam ep lay resumes as soon as the current 
pages are completed. 

Press A to skip to the next screen. 
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Not a legal police issue weapon. When discarded 
by the enemy, Max uses it to the fullest potential. 
While Inaccurate over longer distances this is 
absolutely deadly at close range. 


Weapons Sneak Peek: Max Payne has multiple weapons at his disposal. If you are low 
on ammo all The guns may he used in close combat as melee weapons. Make full use of 
the guns at your disposal - this explosive arsenal is key to Max infiltrating and faking on 
the sinister underworld thugs of New York. To get you started, we've included essential 
information On four of them. 


High-powered automatic weapon with a blistering: 
rate of fire. Scope allows for long distance blasting 
Press the X button lb use hie scope. 


Weapons automatically reload when out of ammo. Manually reload anytime by pressing 
the Black button. 


Rapid firing handguns deadly at close range. 
Each Carries 16 bullets in the clip. 


Pinpoint sniper rifle with a very technical scope to take 
out thugs with precision. Quick tip: Enable Bullet Time 
when an enemy Is well hidden, wait for Ills head to 
show then quickly pop him with a focused shot. Again, 
press the X button to use the scope. 









Further damage will be added on top of the faded red, not the solid red. Choose to take 
painkillers and let them take full effect before entering further combat against the enemies 

BULLET TIME 

(8 button) 

Bullet Time allows Max to slow down time. When BuElet Time is activated, gameplay 
slows but Max can still aim weapons in real-time. 

Bullet Time is a limited resource and drains over time as indicated by the hourglass in 
the lower Jett of the screen. Once activated, toggle Bullet Time on and off by pressing 
the B button again. For every enemy Max takes out, he will gain a little more Bullet Time 
and it will also regenerate slowly. 

Take multiple enemies out quickly and the hourglass will turn different shades of yellow. 

If it is activated, Max goes even deeper into "the zone". Enemies are slower, but Max’s 
movements and speed remain the same. When in Bullet Time the deeper the shade of 
yellow indicates Max has an even greater edge over enemies. 









SHOOTDODGING 

(Left, Right, Forward or Back + L Trigger) 

In addition to normal dodges and Bullet Time, Max can also Shootdodge™. 

Press Left, Right, Forward or Back and Shootdodge (L Trigger) to perform a slow motion 
Shootdodge dive. A Shootdodge doesn’t use up any Bullet Time, but provides an incredi¬ 
ble edge during combat gameplay. 

Press Bullet Time toggle (B button) to place Max into Bullet Time without performing a 
shootdodge. 

Remember, Shootdodging slows down the action around Max, but he can still aim in 
real-time. Use this to your advantage. After a Shootdodge, Max can continue to fire while 
prone by holding down Ihe Shoot button as long as he lias ammo in the clip. 

Bullet Time Combo (unasslgned by default): 

Set a BulLei Time Combo button to both toggle Bullet Time and Shootdodge from one but¬ 
ton. Press Ihe Bullet Time Combo button while standing still to toggle Bullet Time, or 
press it while moving to Shootdotige in that direction. 


Dodging (Left. Right or Back + A bill ton): 

Dodge is an elfective defensive move performed in any direction. Select a direction 
(Left, Right or Back) and press Jump (A button) simultaneously. 




During combat, Cinematic Shots occur when the camera moves to highlight action (ene¬ 
mies flying backwards in slow-motion, etc). 

"Bullet Cam" occurs sometimes when the sniper rifle is used. This is helpful in aiming and 
gives a cool perspective of the action. 

Part of the story is also told in cinematic form. 


You may interrupt cinematic shots by pressing the A button. 

When in Bullet Time and Max is deep “in the zone’’ actions such as reloading may trigger 
a special move accompanied by a camera pan. 





DIFFICULTY AND 
ADDITIONAL GAMEPLAY MODES 


DEAD ON ARRIVAL 

The ultimata challenge! The enemies are just as deadly as In Hard Boiled mode, bufnow 
the player also has a limited number of save games available; per level. This mode Is 
unlocked only after completing Hard Boiled. 


DETECTIVE 

Detective mode is .the only mode available when first playing Max Payne 2. In Detective, 
mode, gameplay is altered' by a self-adjusting skill level system. Enemies adjust'their 
behavior and performance according to Max’s progress through the game If the player 
.encounters difficulty, gameplay adjusts the behavior and reactions of the enemies in your 
favor. If the gameplay Is a- breeze, enemies will rise to the. challenge. 


NEW YORK MINUTE 

11 A hectic mode tor speed-running. Each map starts out with a timer ticking. Take .out ene¬ 
mies to reduce the time, Graphic Novels and cinematics stop the timer from progressing, 
Bullet Time reduces the timers progression to correspond to the slowdown. The times are 
' saved and you can review your record runs - the faster you are, the better. This gameplay 
mode is unlocked once.you've completed the-game once. 


After completing Max Payne 2 for the first Lime, the following additional gameplay mod.es 
are- unlocked: 


DEAD MAN WALKING 



Death is inevitable, the question is how long you can keep going. Slay alive as long as 
possible in this fast paced death match. When you start playing Dead. Man Walking the 
map has-a single enemy, and as time progresses more and more enemies are spawned 
into the map When the enemies die, they got resurrected after a five second delay. The 
longer you stay alive the better your score. Taking out enemies gives the piayeran extra 
two seconds per Rill Like. New York Minute, Dead Man Walking mode is unlocked once 
you've completed the game for the first time. 


For more .of a challenge;, the Hard Boiled mode Is.like. Detective difficulty without the bene^ 
Tit ot the sefDadJusilng skill system Enemies are always set to their toughest level. 
















GENERAL GAMEPLAY TIPS 


Most Impurtanfly, make full use of Shaotdodglng and Bullet Time to gel the drop on bad 
guys, aim more easily and take less damage. Max Payne 2 can be very difficult without 
using these modes. 


Never forget to search each level thoroughly. Painkillers and 
weapons; am. hidden throughout the levels in some very 
unexpected places. 


Use explosive, objects to your advantage. Take out multiple- enemies 
at once by shooting a single explosive barrel or ammo orate. 


When a character offers to IIghlalongside Max Payne, take t 
the' offer! Don’t run ahead of them - watch their actions and 
to your advantage. 


Talk io any characters encountered along fhe way. They may reveal 
important in formation-or provide weapons and painkillers.. 

When Max crouches (click Jeft thumbstick) during a gunfiglit, he 
presents a smaller target, and Is less-likely-to ge.t hit. Crouching 
behind obstacles in combat provides the required second or two to 
reload a weapon before diving back Into the action. Crouching will also 
steady the sniper rifle. 


A.goo.d tactic in gun fights is to keep moving - don’t be an easy target by 
standing still! Move side-to-side. do evasive roll's, .and hide behind pillars and 
walls when reloading. 


Sometimes offense.Is the best defense - when confronted bv multiple ene¬ 
mies don't retreat, By pushing ahead and taking out enemies Maxpins 
more Bullet Time and the tables;can be turned. 


All enemies are not alike - some more prominent enemies may be tougher 
to beat. Some enemy types have body armor covering the torso. Some 
areas of enemies are more vulnerable than others - use this to your advan¬ 
tage. 


In Bullet Time, pay very close attention and dodge .bullets as they tiy by. 
This is a good way of avoiding damage'In hectic g unfight's, Use Bullet Time 
while sniping to help improve aim. 


Don’t pass up interesting items, TV sbqws or answering machines Max 
finds during gam splay. 
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usd of his gpc library; Jonathan PiulWd Shbvwiliuk) at University, of California 
at Berkeley for use of his I'wo-DImenslonal Quality Mdsh Generator and 
Qeiauhay Trfangnhidr ©, Triangle, in MaxED 

Edwin Van Pirffelen, Jonathan '[v'arJdiemmT HalHer for moderating mod HH AH W 

f.pru m, Adam Sk 01 upa and Ben Minto a- Soundkids, Malli SiItlo and Karl \ 

Ko rh 0 nen at Takes. Krista fie r Lars o n an d Vato'rid C, Fsgg I om at ^ M 

Dolby, Mail! Kari and Mlkko Rasarton gt'Acsfaw, Rex Sikora 


at All; Andrea D' Orta atCreative; Richard Ruddy, and .Inn 
Story at Codeina/ia. 


Additional thanks to; Rick and Ryder 
Washburn, Spins til ig 111 Studios,-and Sim 
Siudiosi 


Max Payne 2 uses Havok.com Tr/ physios engine. ■£'. 
Copyright 199^-2003 Teickinesys Research Limited. Af? 
R'id'nts Reserved. 


Portions ot tins-s oh vy a re are Cupy right 
1998-2003 CriLcrE&n Software Ltd- and its 
Licensors. 


Tbe ratings icon is 3 registered trademark of j 
flife Fnter la-in me n l SbTlcvare Assoc.iolion. 


Tiie Global I iui mi nation System based 
on the Lumigrapli'RLidlosiiy lechnoiogy 
originally developed in cooperation with 
Hybrid Graphics. Lid. by'Tiiho.Aiis. 
Ja'nne Hasten. Pntrl I kikkiriun. Jaakko 
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Max Payne-2 uses Bink Vide.oTechnology: Copyright© 
1997"2003 by'RAD Game Tools. Inc. 
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of Dolby Laboratories, f iH 
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